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  摘要 
 
摘要 
 随着手机网络的发展，智能机逐渐在市场上不停地扩大规模。目前手机上的网络环
境也越来越好，手机游戏市场的规模也在不断地扩展。从目前的情况上看，随着手机网
络和智能机的不断发展，手机游戏的市场规模还有很大的提升空间。所以未来手机游戏
将有一个巨大的市场，并具有非常大的增长潜力。 
 为了尽早抢占游戏市场，在市场中早日抢得一席之地，所以提早开始实现一个手机
游戏，是各个公司发力进入新兴市场的一个立足点。根据目前市场情况上的分析和判断，
很多知名机构做了很多数据演算和预测，最终得出 MMORPG 手机游戏将是未来市场发
展的一个重点。MMORPG 手机游戏迟早会成为手机游戏市场中的热点，所以我们尽早
开始项目，有利于公司提早开始抢占市场，在这个新兴市场获得巨额收益，同时利用许
多新技术可以让技术团队得到进一步磨练。 
本项目对市面上的游戏进行分析和参考，做出详细的需求分析，再根据对应的需求
分析，合理设计了游戏的各个子系统。通过十六个子系统的组合，搭建出一个游戏的技
术框架。本文的重点在于对十六个子系统进行详尽的分析与设计，一步步实现游戏的各
个子系统功能。本项目利用了许多现在市面上最新和最热的技术，例如 Google Protocol 
Buffer 做数据压缩，rapidxml 开源库做 xml 解析等，保证了项目的技术参考的价值。最
后在功能实现后，本项目还做了详细的机型测试，保证了游戏的稳定性。 
 本项目采用 C++和 lua 语言混编，游戏的基础功能都已经实现，具有很高的可玩性。
同时项目中运用到很多最新和最热的技术，对新技术的运用和对以后这类游戏开发框架
搭建具有一定的参考意义。 
 
关键词： 手机游戏；MMORPPG；多人在线 
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Abstract 
With the development of the cellular network, the market share of smart phones grows 
gradually. Nowadays, cellular network is getting better and better and the size of the mobile 
gaming market is constantly expanding. In this case, with the development of the cellular 
network and smart phones, there’s some room for improvement to develop mobile gaming 
market. In the future, mobile game will have a huge market and enormous growth 
potentialities. 
In order to take a position in the gaming market, producing a mobile game is a way for 
each company to enter this emerging market. According to the analysis and study of the 
current situation, many well-known companies did a lot of data calculations and predict. The 
They concluded that MMORPG mobile game will be the main point in the future. Sooner or 
later MMORPG game will become the hot point in mobile game market. So we should start 
the project in advance, help the company to seize the market more quickly, gain huge profits 
in this emerging markets, while in the same time, it can also allows the technical team to use 
many new technology to enrich themselves. 
Through theoretical analysis and experimental data for reference, make a detailed 
requirements analysis, according to the corresponding demand analysis, do a right 
requirements analysis for subsystems of the game. Through the combination of subsystems, 
16 technical frameworks to build a game. The focus of this article is about 16 subsystem 
detailed analysis and design, step by step to realize the function of each subsystem of the 
game. This project using latest and hottest technologies to ensure the project technical 
reference value, such as Google Protocol Buffer for data compression, rapidxml open source 
libraries do XML parsing, and so on. This project also made a detailed model test to ensure 
the stability of the game in the last. 
The project uses C++ and lua language, the basic game functions have been achieved and 
it is highly worth playing. At the same time the projects use to a lot of the latest and hottest 
technology. It can be a reference for the future game development of same type. 
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